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INSIDE THE RULEBOOK 

This rulebook contains all the information needed to play with Extended Capability Disk 02: The Campaign 
Disk. It consists of three sections: 

• The Campaign Tutorial: a fast-and-easy way to get into using the supplementary disk. Instead of 
stopping at each menu and carefully explaining what each option means, it will lead you into creating 
a team, saving them to disk, and setting up a scenario. 

• The Rulebook: a complete guide explaining how to play Under Fire! with this new system. Because 
the process of creating a team requires looping through menus several times, the structure of this rule- 
book is different than in past products. All the menus are listed along with a description of the options 
found in each. Players are advised to carefully read the rulebook. 

• The Armies: a complete Table of Organization and Equipment |TO&E| listing all of the units avail¬ 
able for play. Armies from the original Under Fire! disk are listed along with those found in Extended 
Capability Disk 01. Players should find this a useful reference when creating their own armies for play 


Special Note: the Campaign disk consists of two disks The front side (the side with the labcll is called 
the Set-Up side. On the back is the Play side. Keep this in mind while reading the rules and playing the 
game, for nowhere else is this mentioned. 
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fr CAMPAIGN TUTORIAL 


This tutorial is intended to take you through the game 
for the first time. Its purpose is instructive; it's not teach¬ 
ing the perfect way to create your army, but it'll help you 
through the process until you get around to reading the rule- 
book. We believe that following the tutorial is a good way 
of introducing the player to the game. Once through it, sub¬ 
sequent playings become much easier, 

This tutorial was written to be as complete as possible, 
so begin by booting the game disk. When the title screen 
appears, initialize a blank disk. This will be used to save 
the team you'll create. During the initial menu choose the 
default options (the ones already on the screen) except have 
the Computer control team 2 at skill level 1. Answer Yes 
to the Play With Extended Capability Disk option and put 
the Set-Up side of the Campaign disk in the drive. A minute 
will pass until the next menu appears. 

CREATE TEAMS / REVIEW TEAMS I PLAY 

Choose Create Teams and answer the next prompt with 
Do Not Have Extended Units Disk #1. 

NATION / PERIOD / POINTS / SELECT / DONE 
The Order of Battle from the United States for the 

194143 period has already been loaded but let's use the 

Russian army by selecting Nation, then Russia. When the 
above menu appears again, toggle to Select and choose it. 

INFANTRY / TANKS I SP/GUNS / AT/GUNS / 
SUPPORT 

The team were creating is not going to be very large, 
consisting of an infantry company, two tank platoons, and 
a support squad Select Infantry and choose the Guards 
Company. Accept it, then toggle to the Done option 

SELECT / SAVE / CHANGE I CANCEL 

Choose Select. 

INFANTRY / TANKS / SP/GUNS / AT/GUNS / 
SUPPORT 

Toggle over to Sp/Guns. Choose the platoon of SU/152s. 
accept it, then choose Done. 

SELECT / SAVE / CHANGE / CANCEL 
We've decided that we didn't want the SU/152s, so choose 
Change, toggle down to the tank platoon, and press the fire 
button. Then select Select. 

INFANTRY / TANKS / SP/GUNS / AT/GUNS / 
SUPPORT 

Choose Tanks, then a platoon of T34/76c and a platoon 
of KV/85s. Move through the Done and Select options, then 
toggle over to the Suppoki option. 

From this menu, select the MG/Gun option and add that 
squad to your roster. Choose Done, then SAVE Put the 
initialized save disk in when prompted, and when Enter 
Units Name appears, type 1ST.GUARDS.DIVISION. Insert 
periods between the words as the space bar cannot work 
here. Use the left arrow key to backspace over errors. 


Answer No to the print option, and the team is saved to 
disk. Put in the Campaign Set-Up disk when asked 

NATION I PERIOD / POINTS / SELECT / DONE 

Choose Done, then Play. Since it's a solitaire game, the 
Select Opponent prompt will appear, Choose Germany. 

REMOVE CAMPAIGN SETUP DISK / INSTALL 
SCENARIOS DISK 

This is a tricky command when encountered the first 
time 'Scenarios Disk" refers to either Original Units & 
Scenarios disk, or the Extended Capability 0\ disk. Do NOT 
insert a scenario disk of your own making, or the Campaign 
Play side. 

With the Original Units and Scenarios disk, choose a 
scenario much like you ve always done. Choose the follow¬ 
ing options: Demons Maze. House To House, Search And 
Destroy Enemy, Attack Objective Area Reinsert the 
Campaign Set-Up disk when prompted. We re now ready 
to select the units that will make up your team. 

TEAM #1 SELECT UNITS 

The "Suggested Forces" shows the maximum number of 

infantry armsr and 9thsr YEhiElas that yea san selK!-.!! 

changes with each playing. Load in the Russian team you 
just created. From the menu bar beginning with ALL / INF 
/ ENG I PAR, select INF. This shows all available infantry 
units, including leaders. The first unit appears, a green ri¬ 
fle squad. Another menu appears on the right side of the 
screen with the word Continue shown as the default 
option. Pressing the fire button at this time displays the next 
infantry squad They may all look the same now, but they 
will acquire an individual identity after several playings 

For now, choose the Name Unit option and give the first 
squad the name of KIROV You can change it later if you 
like Then, choose the Select option, and put Cpl. Kirov's 
squad in the Front Line Select Continue to move on to 
the next unit. (You may notice that when the squad was 
selected, the box turned black and Kirov's name dis¬ 
appeared Units chosen for the scenario are always dis¬ 
played this way, and Kirov's name will reappear.) 

Do the same thing to subsequent infantry units, until 
the number chosen matches the number of infantry units 
in the "Suggested Forces" box. 

Choose more infantry units, but put them on Reserve 
by selecting that option instead of Front Line. Ignore the 
Integrate option. When you have assigned all the infantry 
units you want, select the Abort option This gets you out 
of that menu and back to the previous menu. Despite the 
name, it does not erase the choices you've made thus far. 

Choose the TNK option and do the same things to the 
tanKs that you U1U to the Lufaiiuy, picking anil chuoslng 
them for front line or reserve duty. When you are finished, 
Abort the process, then select Done. Press the fire button 
to the End Unit Selection question. 

The next step is to take those selected units — front line 
and reserve — and assign a unit number to each - RU#1, 
RU#2. and RU#3. The default option is All, so choose that 
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and Cpl. Kirov's infantry squad should appear. Select 
Commit Unit for each one that appears. Note that for some, 
the word Reserve will appear below the word MEN. It is 
possible to rearrange the order, putting reserve units at the 
end for example, but this is a tutorial so don't bother with 
that now. The process will end when the Print Order Of 
Battle prompt appears. That means that all of your units 
have been assigned. Select No and the disk drive will get 
to work, taking units off the disk and loading them into the 
computer. Put in the Campaign Set-Up disk and the Play 
disk when prompted. Under Fire! moves into more familiar 
territory with the Pre-Set Units phase, and you're on your 
way! 


The Campaign disk is designed to add new rules for the 
player and greater realism to the Under Fire! game. Units 
can move from scenario to scenario, take casualties, be 
rebuilt, and gain experience and become better fighting 
men. The longer the unit lasts - as long as there are vete¬ 
rans who survived the battle - the stronger it becomes. 

This means that you, as commander, must learn to 
husband your resources, and commit troops only when you 
feel some gain is possible. Retreating from battle to save 
your men becomes a viable tactic. It's now possible to turn 
defeat into a victory with a successful retreat. Nevermore 
should you throw in all your troops simply because it’s the 
last turn and you have nothing to lose Now you do. 

With the added complexity also comes an added hazard: 
the nuke factor. To play the Campaign game, special armies 
are organized that may contain over a hundred units, 
although the usual number participate in a scenario. When 
they are sent into battle, they are removed from the disk 
and returned only at the end of the game. If during the game 
the computer loses power, if you shut off the machine, or 
if the Control and Reset keys are pressed, those units (along 
with their accumulated experience) are lost forever. They 
can be replaced with green troops, but the original men will 
be somewhere in the ether, perhaps eternally fighting that 
battle. Take care of your men, and they'll take care of you. 

How To Learn The Game 

This rulebook is written in a slightly different manner 
than previous Under Fire! products. In them, we described 
how to play the game like links in a chain. That is, that first 
comes A. then B, then C, and so on. But the structure of 
the Campaign disk is more flexible, allowing for backtrack¬ 
ing through previous menus. Some menus are used two or 
three times with minor changes. 

So we've broken down the rulebook into menus, with 
the options described underneath it. If an option leads to 
another menu, we identify it. So, instead of reading the rule- 
book from cover to cover, try reading it from menu to menu 
We've also included a tutorial that takes you through the 
building and saving of a team. How you learn the intricacies 
of the Campaign game is your business. But wc strongly 
recommend taking your time. Create a team with only a 
few units, and experiment with all of the functions before 
diving in and designing your own military units. 


One more thing. At the end of the game, when the Victory 
screen appears, the option called Done was added. When 
you are through with the game, choosing that will update 
your units disk with the status of your team; those that 
found glory in defeating the enemy, and those that did not 
survive. It is essential that you do this, because it is the only 
way that the units can save their new-found experience to 
disk. Note that this only saves and updates existing units; 
you must still use the Rebuild Team option to resupply each 
unit. 


INTRODUCTION 


Keyboard/Joystick Commands 

Like previous rulebooks, we describe using the menus 
as if we were using a joystick. The keyboard can be used 
in place of the joystick; see "Using the Keyboard and 
Joystick" on page 5 of the Under Fire! rulebook for more in¬ 
formation. 

Integrating Scenarios 

Any scenario may be chosen from the OU/S or EC# l 
disk. In a design your own scenario, Campaign teams must 
be used for both teams. In a pre set scenario, with the com¬ 
puter player option, then the computer may only use units 
from the scenario disk. However, the human player may 
control a team of any composition and/or nationality. 

Example: you want to play solitaire the Powder Keg scenario 
from the OU/S disk. Any team that you created — no matter 
what nationality - can play. The computer opponent, on the 
other hand, can control only the US, German, or Russian forces. 

Example: in setting up a game, you do not load the EC#1 
disk When it comes time to play a scenario, you decide to play 
the Ram's Horn scenario from the EC#l disk Not only can the 
scenario be played, but it's possible to give yourself a team 
created from the EC01 disk, while the computer player must 
make do with the units available only in the mam game 

Saving Games 

We strongly recommend that before playing with the 
Campaign disk, that you initialize two disks with the Game 
master disk. The first time a disk is used dictates how it 
will be used in the future. Therefore, it is not possible to 
save a game in progress on a disk which has teams created 
with the Campaign disk, nor is it possible to save a 
Campaign game to a disk which has a saved non-Campaign 
game. 


* * ★ ★ 

Boot Camp is over; it's time for the real thing. 

The second disk in the Extended Capability series per¬ 
mits the construction of company and battalion-level forces 
using the American, German, and Soviet units from the 
original units disk, or the units from the first EC disk. 

The EC disk is actually two disks, one written on the 
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back of the other. The front side of the disk contains the 
Set-Up program needed to construct and preserve your 
armies. The second side contains the expanded Under Fire! 


SPECIAL FEATURES 
A CAMPAIGN QUICKIE 

Want to play a standard scenario with the surrender 
and retreat rules, but without diving into those care¬ 
fully constructed teams? It's possible to play a standard 
game of Under Fire! using only the Play side of the 
Campaign disk. To do that, boot up the Game Master 
disk as you normally do, and create the game When 
the Pre-Set Units Phase appears - when the Situation 
Map is at top, and the location of starting units can be 
changed before the first turn begins - take out the 
Game Master disk and insert the game side of the 
Campaign disk. Not only does this allow you to use the 
surrender and retreat rules, but it permits the regular 
Under Fire! game to work faster (see below). 

UNDER FIRE! IN 128K 

If your computer is a lie, or a He with an Apple 
Extended 80-column card, the Campaign disk can take 
advantage of the extra 64K to make Under Fire! go 


game. Either side of the disk is to be used only when 
prompted: DO NOT BOOT EITHER SIDE OF THE DISK! 


faster. 

When you answer no to the prompts Do You Want 
To Save This Game? and Do You Want To End This 
Game?, the game checks the memory configuration of 
the Apple II and loads the combat files into the extra 
64K. As a result, Under Fire! plays much faster! 

If a saved game is being played, a turn is played 
before the game checks for the extra memory. 

The Avalon Hill Game Company cannot guarantee 
that this feature works with anything other than the 
lie, or a He with Apple's Extended 80-column card. 

UNDER FIRE! IN 64K 

Another improvement has been in speeding up the 
execution phase without sacrificing the information 
given to the players. Instead of reporting the units 
sighted each period automatically, the game will jump 
anywhere from one to six periods at a time, making 
the early and later turns pass quicker. 


MENU #0 : LOADING THE GAME 


To save armies created with the Campaign disk, format 
a disk using the Game Master disk (not the Mapmakcr). Do 
not save games to this disk, save only teams. Up to eight 
teams may be saved per disk 

Do NOT put a write-protect tab on the Set-Up side of 
the disk. 

Boot the original Game Master disk as usual and select 


the game options, even if you want to set up armies only. 
When the Play With Extended Capability Disk prompt 
appears, answer Yes and (when prompted to), put the 
Campaign disk into the drive with the Set-Up side facing 
up Press the fire button 

It takes about 50 seconds for this section to load before 
Menu #1 appears. 


MENU #1 CREATE TEAMS REVIEW TEAMS PLAY 


Create Teams: when choosing this the first time after 
booting the game, a prompt asks if the Extended Capability- 
disk #1 is used. Since this disk not only adds three new 
countries (Italy, Japan and England), but expands on the 
tanks and vehicles available to the original countries, we 
recommend purchasing it. See Menu #2. 

Review Teams: this permits reviewing or rebuilding 


teams that already have been created and/or played. See 
Menu #5. 

Play: this is where scenario construction begins. Insert 
the disk that contains a saved team into the drive when 
prompted. See Menu #6. 

If the Create Teams option was not selected, it asks if 
the Extended Capability disk #1 is used. 


MENU #2 NATION PERIOD POINTS SELECT DONE 


Purpose: this menu sets up the general parameters under 
which a team is created. 

Nation: the three countries in the original game may 
be used, or all six if the EU #1 disk is used, 

Period: each team may be created from the 1941-1943 
or 1943-1945 era. The first period has only those vehicles 
that appeared up to the second quarter of '43, while the lat¬ 


MENU #3 INFANTRY TANKS 

Purpose: this menu is used to select specific groups of 
units. The groups are: infantry, tanks, support guns, anti¬ 
tanks guns, and support units. The last category contains 
a variety of special units such as machine gun squads, 
leaders, artillery, transport and ammo dumps. As each 
category is selected, a list of available units appears. In some 
cases, a submenu describing exactly what that unit contains 


ter has available all tanks and support guns, as well as 
bazookas and panzerfausts. 

Points: any value between 100 and 9999 may be entered. 
To have an unlimited selection, enter a zero (0|. 

Select: see Menu #3. 

Done: see Menu #1. 


SP GUNS AT GUNS SUPPORT 

appears. (E.G., the United States has four infantry com¬ 
panies available. Selecting one causes the makeup of it to 
appear, with the option to reject or accept it.) 

See the Table of Organization and Equipment for a com¬ 
plete list of what is available for each country. 

Whenever you leave a particular category, Menu #4 
appears. 
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MENU #4 SELECT SAVE CHANGE CANCEL 


Select: see Menu #3. 

Save: the selection process ends, allowing the team to 
be saved to disk. First, however, the Print Groups Selected 
option appears. This allows you to send a list of your units 
to the printer. If Yes is selected, then Indicate Printer Slot 
appears Toggle through the available slot numbers and 
select the one in which is set your printer card. Selecting 
0 aborts the process and returns you to the previous prompt. 

After the print option has been chosen, the team may 
be saved to disk. Type in a name of up to 20 characters long, 


placing periods in place of spaces. If no name is entered, 
the game cancels the order, just like the command of the 
same name below. Once a name is chosen, it cannot be 
changed, nor can the composition of a team be altered. If 
the team is saved, see Menu #2. 

Change: a unit must be deleted from the team. Note that 
you cannot leave this option unless a unit is removed from 
the team. 

Cancel: the selection process ends and the team is 
cleared of units. See Menu #2. 


MENU #5 REVIEW UNITS REBUILD UNITS DONE 


Review Units: follow the prompts to load a team from 
disk The screen changes to show the quick review section 
in the center. This indicates how many units of each type 
are on the team. Note that under artillery, the three numbers 
indicate the amount of light, medium and heavy artillery 
available. 

Also, menu #6 appears, and choosing from it displays 
all the units of that type, as well as Menu #7. 

When the team is off fighting a battle, all values are set 
to zero whether or not all units of a single category were 
sent into battle. Example of the team named 1st Soviet Guards, 
consisting of nine infantry units, three were sent into battle. This 
battle has been saved. If you review the team, it shows zero 
infantry units. 

Rebuild Units: when a unit suffers casualties in battle, 
its depleted strength is saved. If the unit was eliminated, 
its strength is zero. This command enables you to reinforce 
units, repair tanks and vehicles, and resupply the ammo 
dump. Rebuilding a unit does not affect its combat 
experience. If this option is chosen while the unit is still 


jn rnmKat IP rr rsrhilr* tb** crpnann woe sotrpH on Hiclrl tb** 

in combat (e g., while the scenario was saved on disk|. the 
rebuilt unit will consist of green troops Saving the combat 
unit thereafter replaces the green troops. 


Example Unit HI, a crack Tiger II, is in the field while some 
paper pusher decides to rebuild the team. Unit HI is replaced 
with a Tiger and a green crew. That unit is then sent into battle. 
When the crack unit returns, it is restored to its rightful place. 
Now, if the green unit returns thereafter, the crack unit vanishes. 
The moral of the story: never rebuild a team while some of its 
units are still in action. 

As part of the rebuilding process, two columns will 
appear showing those units killed or missing in action. Units 
listed as missing in action were either nuked or not saved 
to disk at the end of the scenario. They could also be in a 
scenario that was saved, or someone forgot to update the 
campaign disk. Units listed as killed in action are known 
to have been lost in combat. 

There are also units who may need rebuilding who will 
not appear on the chart. Example, in one game, a German 
PZR-III destroyed two British tanks and flushed out a machine- 
gun nest. The tank was destroyed in an infantry attack, but the 
crew survived. At the end of the game, the crew received a crack 
rating for its heroic performance, but could not get a new tank 

WtiI YeM weHf \krougt\ f ft? FSfelMf*J p'r&Fst When ffe 
team was rebuilt, it received another PZR-III and retained its 
crack rating. 


MENU #6 ALL INF ENG PAR TNK SPG TRN GUN MRT DONE 


MENU #7 AUTOMATIC REVERSE 

Menu #6 and #7 are combined here because they are 
used in tandem Menu #6 selects specific unit types to 
display. Note that #6 also appears with other menus. 

All: all units on the team can be accessed, beginning 
with the upper left hand corner of the quick review sec¬ 
tion and moving down. 

Done: ends the procedure. If information about a unit 
was changed (such as the name of the commander|. this is 
written back to the unit disk automatically. See Menu #7A. 

Automatic: this function displays each unit for three 


CONTINUE ABORT NAME UNIT 

seconds. Pressing the fire button cancels the function, but 
may be resumed by pressing it again If the joystick is 
toggled, the function is also cancelled. 

Reverse: this reverses the direction in which units are 
being displayed. 

Continue: this function displays the next unit. 

Abort: returns to menu *6 Despite the name, this does 
not cancel the setup process. 

Name Unit: the name of the unit leader may be given 
or changed Press the left arrow key to delete a letter, and 
the Return key to enter the name. 


MENU #7A AUTOMATIC REVERSE CONTINUE ABORT NAME UNIT SELECT REVIEW 


Except for the last two options, this menu is the same 
as #7, above. At this point, you have chosen the first team, 
and it is time to decide which units from it are placed in 
the front line, or held in reserve. 

Menus H7A and #7B perform this function in two stages. 
First, select all of the units to participate in the scenario, 
either as front line, or reserve units. This is done using #7A 
by itself. 

In the second stage, menu #7B is used to assign the iden¬ 
tification number (i.e., US#1, US#2, US#3) to each unit. 


There is no rule about assigning numbers to reserve and 
front line units Remember that during the game, sighted 
units have their identification number printed to the screen, 
so you may wish to keep the exact number of units com¬ 
mitted to the scenario a secret by assigning low numbers 
to committed units, higher numbers to reserve units. 

Once a team's units have been assigned a number, it can 
be sent to the printer by answering Yes to the prompt Print 
The Order Of Battle. 
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Use menu #6 to access a specific unit type, then 07 A 
to manipulate it. 

Select: the unit displayed in the lower left hand corner 
of the screen has been chosen. This status is reflected by 
printing the unit information in white on a black back¬ 
ground. If you had just named the unit, that name will drop 
out. Don't worry; the game still remembers it. The follow¬ 
ing submenu appears: 

Front Line: this places the unit on the map. 

Reserve: the unit can be placed on the map anytime after 
turn 4. 

See Reserve in the New Rules section below for more 
information. 

Integrate: if a leader is selected, this option assigns him 
to an infantry unit. A new submenu appears! Select / 
Continue l Cancel. The game displays each eligible unit 
one at a time. Use Select to make the assignment, Continue 
to move on to the next eligible unit, and Cancel to return 
to the previous menu. Rejecting all eligible units also returns 
to the previous menu. 


MENU #7B AUTOMATIC REVERSE 

Purpose: final arrangements are made prior to entering 
the main game. Units are assigned identification numbers, 
infantry units can be loaded on transports, supply trucks 
are loaded and other questions answered. 

Commit Unit: assigns a unit to the number appearing 
in the box (i.e., U5#l, GE#3, IT#4). The following tasks can 
also be performed. 

1. Loading infantry units onto transports. When an in¬ 
fantry unit is committed, the game searches through the 
roster of previously committed units. If a transport is among 
them, it offers to load the men on it. Since it offers all pre¬ 
viously committed transport units in order, pick and choose 
among them But, the game lists each transport only once 
for each unit. 

2, Assigning bazookas and panzerfausts to infantry If 
such weapons were purchased, they arc offered. 


Once the leader is integrated into a unit, his name 
appears in command of the unit, and another man is added 
to the unit s standard configuration Example . adding a leader 
to a Soviet infantry unit increases the number of men listed to 
13, and to 11 in American and German units. 

See Leaders in the New Rules section below for the 
effects of integration. 

Review: this displays all of the selected units from both 
reserve and front line sections Note that the location of the 
cursor on Menu 06 determines what appears (i.e., all 
selected infantry units appears when the cursor is on INF, 
all engineers if it's on ENG, etc. 

During the review procedure the word Review is shown 
in a black box, and parts of Menu #7B can still be used 
To get out of the command, place the cursor over the word 
Review and press the fire button. Because both the word 
and the cursor are shown as black boxes the only way to 
tell when the cursor is over Review is when it is not over 
any of the other options. 


CONTINUE ABORT COMMIT UNIT 

3. Assigning a job to a transport. When one is committed, 
it can be given the job of transporting men or supply. Choose 
from the Transport / Supply menu that appears. Trucks 
assigned to supply duty are then loaded from the dump. 
A black box appears in the Supply Dump section of the 
screen Moving it to a type and pressing the fire button loads 
one unit of supply onto the truck The game automatically 
sets a limit on how much of each supply type a vehicle can 
carry. See the TO&E section below for the list. Selecting 
the Done prompt at the lower right corner of the dump ends 
the loading process. The transport is now committed to com¬ 
bat. If no supply was loaded, the Transport / Supply menu 
reappears 

4 Assigning artillery. If a leader is committed when 
artillery is available, a menu offering the choice of artillery 
appears. 


MENU #8 HQ INTELLIGENCE REPORTS 


This is not a menu, but a brief report of what Intelli¬ 
gence Analysts say is in the area, and its recommendations 
of how many infantry and tanks units to commit. If used 
properly, this creates a balanced scenario. In solitaire games 
or two-player games using a pre-set scenario, the report 
gives an idea of what your opponent selected, although there 
is a small chance that the information is wrong While you 
can select any number of front line units, you may not have 
more than the combined number of front line and reserve 


Leaders 

Individual leaders may be assigned to units using Menu 
07A and its submenus. While the leader can direct fire and 
perform the same functions as in the main game, he no 
longer becomes a target for enemy fire. He can be killed 
only if the unit is destroyed. 


forces That is, if the intelligence report suggests 4 infantry 
units in the front line and 6 in reserve, you can commit any 
combination of infantry but the total cannot exceed 10 in¬ 
fantry units. The same rule applies to tank units. 

Transport units are counted separately from the tank/ 
infantry total, except when you select more transports than 
suggested. In that case, they are charged against the tank/ 
infantry total. 


NEW RULES 


Integrated leaders are detached from their units at the 
end of the scenario. 

Reserve 

Reserve units can be committed to combat after turn 4. 
Before then, they do not appear anywhere, even in the Unit 
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Organization Phase. At the end of turn 4, they will appear 
there and be identified by the word Reserve in place of the 
word Command. Two orders are possible: No Orders and 
Commit. Both are self-explanatory. The game determines 
where the committed unit appears. 

Retreat 

A team may be ordered to retreat under the following 
conditions: 

1. Its general orders cannot be Break-Out or Delay. 

2. Only the first team ordered to retreat can do so. 

To retreat, enter the Unit Organization Phase and answer 
Yes to the retreat prompt. The game automatically moves 
the objective area to the side of the board that team is 
ordered to retreat through. |The selection is not made at 
random but more than that we cannot tell you to prevent 
taking advantage of that knowledge). The retreating side's 
general orders are changed to Break-Out, and all rules 
applying to it applies. The opposing team may choose to 
prevent the break-out, or it may not. In a solo game, the 
computer player may or may not decide to pursue 

Each unit that successfully retreats gains experience 

In the spirit of the game, we suggest not informing your 
opponent that you are retreating He can learn of your 

actien§ when the Situation Map shews the new objective 

area 

Surrender 

Soft units - infantry, gun crews or tank crews - may 
surrender or be taken prisoner. 

A player may order a friendly unit to surrender In the 
Unit Organization phase When all weapons belonging to 
a unit have been dropped, the word Surrender appears. 
Pressing the fire button orders the unit to surrender: tog¬ 
gling the joystick allows the unit to continue play. 

A unit may be captured under the following conditions: 

1. the unit must be broken, 

2. the unit will only surrender to a larger enemy soft unit: 

3. the enemy unit must be in the same or adjacent posi¬ 
tion as the surrendering unit. In a situation like this, it is 
possible for an infantry squad to move into the same posi¬ 
tion as a tank, destroy it in a combat phase, and capture 
the crew as they bail-out. 

Surrender in Under Fire! is mostly beyond the player’s 
control. Even if there arc several unbroken units around 
a unit, it may still surrender if a larger enemy unit occupies 
its position. 


When a unit surrenders, the computer takes control. 
Guards are provided by subtracting one man from the cap¬ 
turing unit for every three surrendering. The capturing unit 
will have a LOS to that unit (as if it is friendly|. The original 
team only sees it if a friendly unbroken unit can see it. 

When a unit or leader surrenders or is captured, there 
is a chance that the enemy can discover the location of other 
friendly units. The capturing player will see the Situation 
Map at the time of surrender, with all friendly units and 
some or all enemy units displayed. There is a greater chance 
that capturing a leader will reveal information than a cap¬ 
tured unit. 

Units may be freed in two ways. An unbroken friendly 
unit must occupy the same position during any combat 
phase, or the team controls the field at the end of the game. 
If units are freed the guards are considered lost. If the cap¬ 
turing side wins the game, the guards are returned to their 
unit and the captured units are lost. 

Prisoners may be fired upon by all units. In either case 
if casualties are taken, the side that had surrendered be¬ 
fore will never do so again, and members of the other team 
who surrender will be executed. With this in mind, it is im¬ 
portant to move prisoners to a safe area, and any com¬ 
mander who fires on his own men should be ashamed of 
himself. 

Supply Dumps 

In the game, trucks were loaded from an unlimited 
supply dump. In the Campaign game, the amount of supply 
is limited. The supply dump is off the map and cannot be 
destroyed. 

The Rebuild Unit option restocks supply dumps depleted 
in a previous game. 

Vehicle Medium Machineguns 

A vehicle may use its medium machinegun when it is 
in the Scouting or Standard movement mode. In the latter 
case, the game considers that vehicle to be moving in 
Standard/Open mode |as opposed to Standard/Close mode). 
The unit closes automatically when its MMG is not used 
in a subsequent combat phase. 

Victory 

Reserve units that were not committed to combat are 
stacked in the center of the map. The Done option is added 
to load the units that survived the scenario back to the 
Campaign disk. 


Table Of Organization & Equipment 


The following charts show the units available to each 
country, including those found in the first Extended Capability 
disk. Bazookas and panzerfausts can be purchased only after 
1 943. Tanks and support guns appearing next to and below the 
11943-1945/ designation are available only during that period 


Crewed weapons usually consist of five men armed with nfles. 

Abbreviations: LMG /light machinegun), MMG /medium 
machinegun), HMG /heavy machinegun), SMG /submachine 
gun). 


UNITED STATES 


INFANTRY (600 points) 

3 Platoons |9 Squads) 

1 Weapons Platoon 
3 Bazookas (1943-1945) 


10-Man Squads 
8 Rifles 
2 SMGs 
l LMG 

12 Hand Grenades 


Weapons Platoon 

1 HMG Crew 

2 MMG Crews 

2 60mm Mortar Crews 
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MARINE INFANTRY (800 points) 

3 Platoons |9 Squads) 

3 HMG Crews 
3 60mm Mortar Crews 


12-Man Squad 
8 Rifles 
2 SMGs 
2 LMGs 

12 Hand Grenades 


ARMORED INFANTRY (1000 points) 

3 Platoons (9 Squads) 


15 Halftracks 
3 Bazookas (1943-1945) 
3 75/L53 Towed Guns 
2 60mm Mortar Crews 


10-Man Squad 
8 Rifles 
2 SMGs 
1 LMG 


1 HMG 


12 Hand Grenades 


PARACHUTE INFANTRY (1200 points) 

3 Parachute Platoons (9 Squads) 


2 MMG Crews 

1 81mm Mortar Crew 

3 Bazookas (1943-1945) 


8-Man Squad 
8 SMGs 
2 LMGs 


TANKS 

5 Shermans |500 points) 

5 MIOs (600 pointsl 
5 Grants |400 points) 

5 Stuarts (400 p oints) _ 

5 Hellcats (650 points) (1943-1945) 

5 Cobras |700 points) 

5 M3A4 Hows (600 pointsl 
5 Chaffees (500 pointsl 
4 Pershings (700 points) 

4 Super Pershings (800 pointsl 

SUPPORT GUNS 
3 Priests (350 points) 

3 M'12s |450 points) 

3 M3 w/75mm Hows 1200 points! 

3 M3 w/81mm Mortars (200 points) 

ANTI TANK GUNS 

3 37/L57 w/3 Trucks (200 pointsl 
3 75/L53 w/3 Trucks (250 pointsl 
3 76/L55 w/3 Trucks (250 pointsl 
2 90mm w/2 Trucks |300 points) 


GERMANY 


INFANTRY (600 points) 
3 Platoons |9 Squads) 

2 HMG Crews 


10-Man Squads 
8 Rifles 
2 SMGs 
2 LMGs 

8 Hand Grenades 


MOTORIZED PANZERGRENADIER (1200 points) 

3 Platoons (9 Squads) 


1 Heavy Weapon Platoon 
9 Trucks 
12 Panzerfausts 


10-Man Squad 
8 Rifles 
2 SMGs 
2 LMGs 


Heavy Weapon Platoon 8 Hand Grenades 

2 HMG Crews 
2 MMG Crews 
2 81mm Mortar Crews 


ARMORED PANZERGRENADIER (1500 points) 


3 Platoons |9 Squads) 

1 Heavy Weapon Platoon 
9 Halftracks 

2 SD251 w/120mm Mortars 
2 Wespes 

Heavy Weapon Squad 
8 Rifles 


10-Man Squad 
8 Rifles 
2 SMGs 
2 LMGs 

8 Hand Grenades 


2 SMGs 
1 HMG 


ANTI TANK GUNS 

2 88/L56 w/2 Trucks (300 points) 

3 75/L46 w/3 Trucks |300 pointsl 


VOLKSGRENAD1ER i600 points) 

3 Squads 

2 SMG Platoons |6 Squads) 10-Man Squads 


10-Man SMG Squad 
10 SMGs 
2 LMGs 


8 Rifles 
2 SMGs 
2 LMGs 

8 Hand Grenades 


TANKS 

5 PZK IVs (600 pointsl 
5 Panthers (800 points) 

5 PZK Ills (500 points) 

4 Tiger Is (800 points) 

4 Tiger IIs (900 points) (1943-19451 

5 Lynxes (500 points) 


SUPPORT GUNS 

4 STG His (400 points) 

4 Marders (400 points) 

4 Nashorns (500 pointsl 
2 SD251 w/75mm Hows (150 points) 

2 SD251 w/120mm Hows ( 150 pointsl 
4 Jag/Pavs (700 points) (19434945) 

4 Hummels |500 points) 

4 Hetzers (500 points) 

4 Brummbars (600 pointsl 
4 Wespes |500 points) 


3 50/L60 w/3 Trucks (250 points) 
3 37/L45 w/3 Trucks (200 points) 
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RUSSIA 


INFANTRY [600 points) 
3 Platoons (12 Squadsl 

1 HMG Crew 

2 60mm Mortar Crews 


12-Man Squads 
10 Rifles 
2 SMGs 
1 LMG 


3 T-26s (300 points) 

3 T-70s (300 points) 

3 T34-85s (500 points) (1943-1945) 
3 JS-IIs |700 points) 

3 JS-IUs (900 pointsl 


GUARDS COMPANY (1000 pointsl 


3 Platoons (12 Squads) 

16 Halftracks 
Heavy Platoon (4 Squads) 
3 HMG Squads 
1 82mm Mortar Squad 


12-Man Squad 
10 Rifles 
2 SMGs 
1 LMG 


SUPPORT GUNS 

3 SU-76s (250 points) 

3 SU-152s (450 pointsl 
3 SU-85s (400 points) (1943-1945) 
3 SU-lOOs (500 pointsl 
3 SU- 122s (400 points) 


TANKS 

3 T34-76Cs (350 points) 
3 KV-85s (500 pointsl 
3 BT-7s (250 points) 


ANTI-TANK GUNS 

3 45/L45 w/3 Trucks (200 pointsl 
3 76/L41 w/3 Trucks (250 pointsl 
3 76/L54 w/3 Trucks |300 pointsl 
2 85mm w/2 Trucks (300 points) 


ENGLAND 


INFANTRY (600 points) 

3 Platoons (9 Squadsl 
3 60mm Mortar Squads 
3 Bazookas (1943-1945) 


10-Man Squads 
8 Rifles 
2 SMGs 
1 LMG 

8 Hand Grenades 


ARMORFD INFANTRY (800 points) 


3 Platoons (9 Squadsl 
13 Bren Carriers 
3 Bazookas (1943-1945) 

3 6 pdrs. Towed AT Guns 
3 60mm Mortar Crews 
2 HMG Crews 


10-Man Squad 
8 Rifles 
2 SMGs 
1 LMG 

8 Hand Grenades 


pointsl 

8-Man Squad 
8 SMGs 
2 LMGs 

TANKS 

5 Grants (300 points) 


PARATROOP INFANTRY (1000 

3 Paratroop Platoons (9 Squadsl 

2 MMG Crews 

1 81mm Mortar Crew 

3 Bazookas (1943-1945) 


5 Matilda Its (250 points) 

5 Shermans (400 points) 

5 A13/MkIVs (250 points) 

5 Crusader Mk Ills (300 pointsl 
5 Churchill 11s (300 pointsl 
4 Achilles (550 points) Jl943-1945) 
4 Churchill Vlls (550 pointsl 
4 Comets (600 pointsl 
4 Cromwells (550 points) 

4 Fireflies (700 points) 

4 Valentine VII Is |400 pointsl 
4 Crocodiles (600 points) 

SUPPORT GUNS 
3 Priests (350 points) 

3 M/12s (450 points) 

ANTI TANK GUNS 

3 2 pdrs. w/3 Lorries (200 points) 

3 6 pdrs. w/3 Lorries (250 pointsl 
3 76mms w/3 Lorries (300 points) 
2 17 pdrs. w/2 Lorries |300 pointsl 


ITALY 


INFANTRY (400 points) 

3 Platoons (6 Squadsl 

1 Weapons Platoon 10-Man Squads 

10 Rifles 

Weapons Platoon 8 Hand Grenades 

1 HMG Crew 

2 MMG Crews 

2 60mm Mortar Crews 


BLACK SHIRT COMPANY (700 points) 

3 Platoons (6 Squads) 10-Man Squad 

1 HMG Crew 8 Rifles 2 LMGs 

1 81mm Mortar Crews 2 SMGs 8 Grenades 
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MOTORIZED INFANTRY COMPANY (1000 points) 

3 Platoons (6 Squadsl 

6 Halftracks 10-Man Squad 

1 HMG Crew 10 Rifles 

2 MMG Crews 8 Hand Grenades 

1 81mm Mortar Crew 

4 L6/40 Tanks 


TANKS 

4 Mll/39s (300 points) 

4 L6/40s (250 points) 

4 M13/40S 1300 points) 

4 Autoblinda 41s (300 pointsl 





4 M14/41s (400 pointsl 
4 M15/42s [450 pointsl 


3 M41/90mms (500 points] 



ANTI-TANK GUNS 

SUPPORT GUNS 

3 47/L32s w/3 Trucks (200 points! 

4 Sem. M40s (450 pointsl 

3 75/L34s w/3 Trucks (300 pointsl 

3 M41/146mms (450 pointsl 

3 90/L53s w/3 Trucks |350 pointsl 

4 M41/75mms (500 points) 



JAPAN 


INFANTRY [600 pointsl 

3 Platoons [9 Squads] 10-Man Squads 

4 50mm Mortar Crews 10 Rifles 

1 LMG 

TANKS 

3 Shinhotos (300 points) 

3 Type 97s (300 pointsl 
3 Type 98As (250 pointsl 

3 Type 95s (350 pointsl 

4 Type 94s (450 pointsl 

SUPPORT GUNS 

4 Tl/Honis |500 pointsl 

SUPPORT WEAPONS 

TRANSPORT 

12 Trucks (150 pointsl 
12 Halftracks |300 pointsl 

Germany Russia: reduce number of trucks and halftracks by 3 
British substitute lorries for trucks and Bren earners lor Halftracks 
Italy substitute 6 trucks and halftracks for 12- 
Japan: only 9 trucks are available 


HEAVY WEAPONS COMPANY 1800 points) 

3 Platoons (9 Squads! 

9 Trucks 10-Man Squad 

10 Rifles 

Weapons Platoons 1 LMG 

2 HMG Squads 
1 81mm Mortar Squad 


4 Type 38s (600 points] 

ANTI TANK GUNS 

3 37/L45S w/3 Trucks |200 pointsl 
3 75/L38s w/3 Trucks |250 points) 

3 105/L45s w/3 Trucks |300 points) 

(ALL COUNTRIES) 

LEADERS 

3 Green Leaders (100 pointsl 
2 Seasoned Leaders 1100 points) 

1 Crack Leader |100 points) 

Russia and Italy pay 100 points for only one Seasoned Leader and ISO 
points for one Crack Leader 


MORTARS 

3 Squads (200 pointsl 


HEAVY MACHINE GUN SQUAD 

3 Squads |200 points) 


10-Man Squad 

8 Rifles 
2 SMGs 
1 81mm Mortar 


Russia add two men armed with rifles to squad 
Italy ami Japan substitute rifles for submachine guns 


ARTILLERY 

Heavy Battery (600 points) 
Medium Battery (400 points) 
Light Battery (200 points) 


ENGINEERS 

1 Platoon (250 points) 

10-Man Squad #2 
8 Rifles 
2 SMGs 

1 Flame Thrower 
12 Hand Grenades 


10-Man Squad #1 
8 Rifles 
2 SMGs 

2 Satchel Charges 
12 Hand Grenades 

10-Man Squad #3 
8 Rifles 
2 SMGs 

2 Satchel Charges 
8 Smoke Grenades 


10-Man Squad 
8 Rifles 
2 SMGs 
1 HMG 

Russia add Iwo men armed with rifles to squad 
Italy and Japan substitute rifles for submachine guns. 


AMMO DUMP 

The amount of supply a vehicle can carry is in parenthe¬ 
sis after each type. 


60 LMG Ammo |28| 

40 MMG Ammo (28) 

40 HMG Ammo (28) 

32 AP Shot (16| 

48 HE Shot (16) 

5 Flame Throwers |4) 

40 Hand Grenades (28) 
40 Smoke Grenades (28) 
20 Rifle Grenades (20) 
10 Satchel Charges (8) 
Bazooka/Panzerfaust (4| 
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Germany. British and Japan substitute 8 hand grenades for 12 
Russia substitute 12-man squads for 10 and S hand grenades for 12 
Italy, substitute rifles for submachine guns 


US, Russia and British: add 6 Barookas iiW3-t945! 
Germany add 10 Panierfausts 11943 19451 



UNDER llltli! 

IS EXPANDING 


There's more in store for your UNDER FIRE! game. This is the second 
supplemental disk opening new ways to make UNDER FIRE! your kind 
of game. Each Extended Capability Disk fits easily into the UNDER 
FIRE! system, adding new units, maps, scenarios, and rules. 


WHAT DOES THIS DISK HAVE? 

1. Firepower. The Campaign Disk allows you 
to build formations of 100 units or more. Take 
on the role of general and create your own 
armored formation. Start with an infantry 
company. Give it armored support, anti-tank 
squads, engineer or more infantry. Become the 
quartermaster and assign it trucks, halftracks, 
artillery, good leaders, poor leaders, even an 
ammo dump. Then, put on your general's cap 
and name it after yourself if you wish. 

2. History. Create your own with the 
Campaign Disk, because you can take that 
division into a series of scenarios. Staying 
within the 32-unit maximum of the UNDER 
FIRE! game, choose only those units that will 
participate. If they survive, they are restored 
to the company, possibly with higher morale 
as a result of their trial by fire. If they're 
destroyed, assign replacements. Build a new 
division around the cadre of surviving 
veterans. 

3. Speed. UNDER FIRE! moves faster than 
before, depending upon what computer you 
have. On a lie with 128K (or lie with Apple's 
Extended 80-column card], disk accessing is 
reduced as much as 90%. Even if you have a 
plain 64K Apple, movement is resolved faster 
than before. 

4. More Features. The Campaign game 
contains rules that integrate leaders into 
infantry units so your Crack Major becomes 
less of a target. Units can surrender and be 
captured. An entire side may be ordered to 
retreat and can turn a certain defeat into 
victory by getting off the map. Units can be 
held in reserve and released only when you 
need reinforcements. In short, more of what 
UNDER FIRE! fans have been demanding of 
the game that can do it all. 


COMPANY ROSTER 

(The following companies are available with 
the Campaign Disk] 

GERMANY: infantry, motorized 
panzergrenadier, armored panzergrenadier and 
volksgrenadier companies. 

SOVIET UNION: infantry and guards 
companies. 

UNITED STATES: infantry, marine, armored 
and parachute companies. 

(The following are available when the 
Campaign Disk is used with Extended Units 
Disk #11 _ 

GREAT BRITAIN: infantry, armored infantry 
and paratroop infantry companies. 

ITALY: infantry, black shirt and motorized 
< y”"p*"i es- 

JAPAN: infantry and heavy infantry 
companies. 


WHAT ABOUT THE OTHER DISKS? 

Look for these other Extended Capability 
Disks: 

Extended Capability Disk #1: the UNDER 
FIRE! game is expanded with the addition 
of three new armies and a host of vehicles for 
the American, German and Russian armies. 

UNDER FIRE! 

Extended Capability Disk #2 
for your Apple® II 
home computer with 64K. 
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